in light of the marketplace's rapid shift from desktop to mobile computing. His proposal-a "designerly" orientation to mobile HCI design that foregrounds complementary development of both artifacts and enriched understandings of the context(s) surrounding those artifacts-draws on Christopher Alexander's framing of design as an enterprise of matching form to context. While variations on this idea have long been present within the ubiquitous computing research community, Kjeldskov's argument that the traditional cyclical design process may not be the best fit for highly contextually dependent design work has been useful for thinking about different ways to organize the efforts of students in my research group and for supporting both generative (built/designed) exploration and reflective thinking (analysis) in the context of messy, information-rich environments. Many of the informatics students enrolled at IU's Indianapolis campus also work as full-time UX professionals here in the city. I've been working through several of Rosenfeld Media's professional UX books, including Prototyping and Storytelling for User Experience, with the aim of integrating more practitioner-oriented content into my courses. I've found these well-designed, topically focused softcovers to be a great match for these students' needs, since they include a variety of step-bystep tutorials, surveys of software tools commonly used for sketching and previsualization, checklists, and relatable case studies. 
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